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• Navigating the editor 

• Creating geometry 

• Snapping 

• Editing geometry 

• Terrain 

• Texturing 

• Lighting 

• Importing assets 

• Placing assets 

• Playtesting 
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• Scripting/IO/Visual scripting 

• Shader editing 

• Nav editing 

• Optimization 

• Quests/Speech trees 

• Etc. 


Too little time! 



RobinYannStornn@gnnail.conn 
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Navigation 


Generating a flow state for navigation 


• Get to where you need to be, fast 

• Quickly see any part of the level from any angle 
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Navigation 

Take-away 



• Multi window 

• Docking windows 

• Flying/FPS camera & Orbital Camera 


Cordon system 
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Bulk Rename Utility 
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REVISED & EXPANDED EDITION 


The DESIGN 
of EVERYDAY 
THINGS 



“The Design of Everyday Things 
is even more relevant today 
than it was when first published.” 
-TIM BROWN, CEO of IDEO, 
author of Change by Design 


DON 
NORMAN 
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Creating Basic Geometry 

What does a level designer need for flow? 


• Be able to quickly place & size basic geometry 

• Replace large sections of the map quickly and accurately 
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Creating Basic Geometry 
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Creating Basic Geometry 
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Creating Basic Geometry 




^ GI output for inputsystom: e4966a72f6a95ccd3al4457b8aa0dee7 (e4966a72f6a95ccd3al4457b8aa0dee7) is missing. 
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Creating Basic Geometry 
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Creating Basic Geometry 

Take-away 

• Quick placement & basic shaping 

• Visible measurements 

• Large variety of basic geometry 

• Everything near the users' current view 
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Time differences via UX actions 



Hammer 


Unreal 4 

■ Clicks •’Drags "Typing "Button 
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Actions for 10.000 brushes 
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Creating Complex Geometry 

What does a level designer need for flow? 


• Be able to quickly place & size complex geometry 

• Replace large sections of the map quickly and accurately 
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Creating Complex Geometry 
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Creating Complex Geometry 



UNREAL 

ENGINE 
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Creating Complex Geometry 

Take-away 

• Variety of primitives 

• Complex pre-sets save time 

• Numerical value changes 

• Instantly visual 
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Interesting design comes from 
iteration and trying things out. If the 
editor does not facilitate this, then 
the design of the game will stagnate. 


Rayman Legends: The Design 
Process Within the UbiArt 
Framework 

By: Chris McEntee 

Chapter Salaclion 

How Is It Done? 

What's the Magic Tech? 

What is the UbiArt Framework? 
Rayman Origins and Legends 
Useful Systems and Tools 
Gamepaly Geometry; Friezes 
Pipe Friezes 
Meta Friezes 
Bezier Friezes 
Whitebox Friezes 
Whitebox Prototypes 
Whitebox Sketching 
LUA Scripting 
Sequence Editor 



aaiM acvuonaa cantucnct ma luacM tr-a. laia eocoiw.coH 


What is the UbiArt Framework? 


• 2D game engine 
. F\iU HD at 60FPS 

• Artist friendly 
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Snapping tools 

What does a level designer need for flow? 

• Be able to quickly snap anything to anywhere 
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Snapping tools 




^ File Edit Map View Tools Instancing Window Help 
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Snapping tools 




File Edit Assets GameObject Component Mobile Input Window Help 
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^ GI output for inputsystem; e4966a72f6a95ccd3el4457b8aa0dee7 (e4966a72f6a95ccd3al445'^b8aa0dee7) is missing, 


Persp 
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Snapping tools 



CREATION 

KIT 
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Snapping tools 




standard Primitves 


’Dist; 


Torus 


[+] [Perspective] [Re^istic + Edged Faces] 


Add Tune Tag 






levv V I|TB 






EI^^K 



















GDC 




GAME DEVELOPERS CONFERENCE March 14-lB, 201B ■ Expo: March IB-IB, 2016 #GDC16 



Snapping tools 
Take-away 


• Large variety of snaps 

• Vertex snap for modular games 

• Off-grid snaps 

• Create the possibility for complex level geometry 

• Fast snap changes with hotkeys 
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Changing snaps, UX actions 


7 

6 

5 

4 

3 

2 

1 

0 




■ Clicks •’Drags "Typing "Button 
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HOW STAHDARP5 PfiOUlWifE: 
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Editing geometry 
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Editing Geometry 

What does a level designer need for flow? 

• Be able to quickly and accurately edit geometry into any 
shape they might need 
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Editing Geometry 
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Editing Geometry 
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Editing Geometry 
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Editing Geometry 
Take-away 

• Modifiers are insane 

• Geometry editing tools need clear visuals 



We can learn from other fields 


• Architecture 

• Design 
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Just because the pipeline is 

functional 

Doesn't mean the pipeline is done 


UX and UI matters for games 
UX and UI matters for editors 
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Terrain 
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Creating & Editing terrain 


What does a level designer need for flow? 


• Be able to quickly edit terrain into any shape they might 
need 
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Creating & Editing terrain 
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Creating & Editing terrain 
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Creating & Editing terrain 
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Terrain Creation 
Take-away 

• Large terrain tools vs Small terrain tools 

• Unreal vs Hammer 

• Complexity vs Speed 

• Height maps 

• Texture maps 


Halo 2 Anniversary Blurring Concept & Production Art 




Utilizing Mozarts Correctiy 

• Automate process 

• Avoid menial process task fatigue 

• Avoid rocket powered shit shoveling 

• Keep skilled workers doing skilled 
work 

• Allows for tiers of workers 
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Fatigue happens, when one of these runs out 

• Physical energy 

• Mental energy 

• Psychological energy 


GDC 
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Fatigue happens, when one of these runs out 

• Physical energy - Uncomfortable 

• Mental energy - Lose creativity 

• Psychological energy - Cannot work 
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Just because the pipeline is 

functional 


Doesn't mean the pipeline is done 
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Texturing 



Texturing 

What does a level designer want from texturing 
tools? 


• Find available textures quickly 

• Texture basic and complex geometry quickly 

• Retexture large sections of the map quickly and accurately 
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Texturing 
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Texturing 
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Texturing 
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Texturing 

Take-away 

• Fast texture application 

• Fast Living 

• Texture archiving/searching/lookup system 

• Collection system (Unreal) 

• Tag system (Unity) 
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Lighting 




What does a level designer want from lighting 
tools? 


• Place lights quickly 

• Change their settings quickly 

• Quickly see what they look like 
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Lighting 
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Lighting 
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^ FXfireWithEmbers... 

OO... 

M... - 


^ FXfireWithEmbers... 

00... 

M... - 


FXfireWithEmbers... 

00... 

M... - 


^ FXfireWithEmbers... 

00... 

M... - 


FXfireWithEmbers... 

TO... 

M... - 


FXGlowFillRound... 

00... 

S... - 


.^FXMistLowOI 

00... 

M... - 


^ FXMislLowOI 

00... 

M... - 


^ FXMistLowOlAdju. 

00... 

M... - 

V 


Camera 


j2798, -2045, 2062 (AbandonedPrisonOI) (Snap units Loading cell... (-43, -12) (03000DAA) 
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■Disc; 


‘reate — Modifiers " Animation “ Graph Ecftors Rendwing Civil View — Customize - Wall Worm - Scripting — Help 


Modefing Freeform 
Polygon Modeling 


Object Paint Populate 


Selection 


[+] [Peispective] [Realistic + Edged Faces] 


Select Display 


rjame (Sorted Descen 
► ♦ 0 (defedQ 


TargetDirect Free Direct 


Add Time Tag 
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Lighting 

Take-away 


• Live lighting 

• Engine dependent 

• Huge pre-set list to choose from 

• Visible guidelines 

• Compiling/Baking for better results 


Death to Drawers: How a Mythbuster Drganizes His 
Workshop 


Step one is getting rid of tool boxes and drawers. 



834 

Shares 

f 


When accomplished prop-maker and Mythbuster Adam Savage steps into his workshop, 
he's no doubt getting down to serious business. And luckily for all of us who enjoy his work 
, he's meticulously designed his workshop so that it wastes none of his precious time. We 
could all stand to learn a thing or two from his clever approach 




General Marcus Jonathan 

High Commander of Stormwind Defense 

Level 62 (Elite) 

Stormwind 

PvP 









<H«T4r(«t3 




F^r*d«y 


<iUm»9C X«)rjnni» 


Teillut 


««." 8a 


Kcintd 


(iO) • Dnikl • Mpnowny. 


(60] • F^iMday 


<F<I Ucr(wi»t> 




Cloup4 


fS. f(yheal«rsj '' 

!$. f*yhMi«rii 
(S. feyhpakrsi 
is. feyheaknj 
jS.f«yh«<krsj 
is.f«yheakr»i 

js. kyhMkrsj 
is. kyhMkrsj 
is.kyhfilmj 


iooins 4«'.4 sVmB .Oayxia'sUlrU 1 /t 2 ( 0 ) ^iS |g[ TradeCoelikwn; 


0 1344«S2Jdays 60# 67# Sv 


Alubra j 

AmbMiin 

Tcflald li>]^ la 

Hunterilsth 



jfncnd 1^1^ NtilMfofu 

' Kevtdmn i|jf| 



[ j. . _ _ 

;ARS«y 1 

jArctuiiui j^Xhllil 

kellty 1 


Oi 9 <fltia 


jSdjtic 

{ Men«40Aj 




HEY, SO I JUST 
SENT YOU AN EMAIL 
ABOUT THAT THING 


V 


O 
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Getting into the zone 

• Create space for creativity and flow 

• Remove trivial barriers 

• Set up for good quality content 


• Don't click through 5 tabs 


w 


#■ Creation Kit - [DD_OrcMaul01Quest.esp] 

File Edit View World NavMesh Character Gar 


Quest; ArenaCombatQuestI BNPCsPlusNine 


Quest Data I Que^ Stages | Quest Objectives | Quest Aliases | [ Dialogue Views Flayer Dialogue | Favor Dialogue | Scenes | Combat | Favors [ Detection | Service | Misc | Scripts | 


U Object Window 
Filei 1 


B Actors * 

(3 Actor 
i' Actor Action 
ip BodyPartData 
^ LeveledChafacte 
: Perk 

13 TalkingAclivator 
E) Audio 
B Character 

Association Type 
Class 
Equip Slot 
Faction 

* HeadPart 
Movement Type 

* Package 

* Quest 
Race 

Relationship 
SH Event Node 
VoiceType 
B Items 
+ Ammo 
+ Armor 

ArmorAddon 

* Book 

Constructible Ob 
+ Ingredient 
+ Key 

LeveledItem 
+ Miscitem 
Outfit 

* Soul Gem 

* Weapon 
B Magic 

B Miscellaneous 
B SpeciaCffect 
B WorldDala 
B WorldObjects 
B Activator 
B Container 
B Door 


EdtorJD 


[Tl AchievetnentsHard//orl 
Achievement sQuest 
[T] ArenaCombatQuestOOD 
ArenaCombatQuestOOJr 
r?l ArertaCombatQuestOOLt 
r?l ArenaCombatQuestOI SI 
ArenaCombatQuest02Vv 
r?l ArenaCombatQuestCOFr 
[?1 ArenaCornbatQuest04N 
[Tl ArenaCombalQuestOSB' 
r?l ArenaCombalQuestOGS. 
^ ArenaCombatQuest070 
^ ArenaCombatQ uestOBT i 
^?1 ArenaCombatQuestOSN 
^ ArenaCombatQuestI OG 
J?j AreruCombalQuesll 1 N 
Af enaCombat Q uesti 21 c 
m ArenaCombatQuestI 3N 
l .?4 ArertaCtokvdQuest 
I ArenaW agerRghterQ ue 
1 ,?^ Baidf^udienceQuest 
BardsColegeOrum 
(?j BatdsColegeFkjte 
l,?j BardsColegeLute 
I ?] BardsColegePoeticEdd 
|.?j BardSongs 

i. ?^ BardSongsInstrumental 

j. ?j BatdSongSlarter 

i?;bqoi 


BQD2 
BQ03 
[? BQ04 
0BQShated 
COO 

COODebugFolowerCom 
COOGiantAttack 
( ? ( COOJorrvaskrFight 
[?] COOLocationMonitoringl 
[71 C00LocationMomlorir»g2 
m C00LocadonMonitoring3 


Dialog Views 


EditoHD 


1 


J Jr 


Showal text 


OK 


Abandon edS ha ckint error 

AKtandOl 

Air«»»sHn'> 


Aband... 

Aftand... 


Int... 

Int... 


All... 


'll 

File Edit Window Help 
Modes 


n^» / 4k V ^ 


» ♦ . tP t 

Save Source Control Content Marketplace Settings Blueprints Cinematics Build 


m. 


Play Launch 


Recently Placed 
I Basic 
Lights 

Visual Effects 
BSP 

Volumes 
All Classes 


Empty Actor 0 
± Empty Chara* 0 
^ Point Light 0 


Player Start 0 
Cube 0 

401 Sphere 
y Cylinder 


^ Viewport 2 


Box Triooer 


’lt= T Filters’.” 


bearcn MrsiKersonoK 


m 


Firet 

Blueprints Maps Person 
Overview 


SniperTest 

World Outiiner -9 Layers 





Label Type 

O 4^ FrrstPersonExampleMWorld 


o 

4 to ArenaGeometry Folder 1 

o 

4 to Arena 

Folder 1 

o 

^ BigWall 

StaticMeshr 

o 

^ BigWall2 

StaticMeshr 

& 

Floor 

StaiicMeshr 

31 actors 

<!> View Options^ 


Details 




5 Content Browser Q 


li Add New '' ^ Import B Save All 

4- 4 b Content > FirstPersonBP > 

1. 


B& 


3 itents 


O View Options^ 
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Importing assets 

What does a level designer want from importing 
assets? 


• Be able to quickly get any assets into the editor 




Importing assets 



VALVE 


Navipation 

k4awPag« 

Source SDK irxteji 
Recent changes 
Random page 

Support 
GeVng help 
Source SDK FAQ 
Level Design FAQ 
SDK Help Forums 

Steam Community 
Source SDK Hub 
Steam Games 

Tools 

What links here 
Related changes 
Speaal pages 
Pnntable version 
Permanentlink 
Page informalon 


Create account t Log in 

Developer Community 

Page Discussion View View source Hntory Search ^ 

3DS Max g, 

One of the most poputar modeling programs in game design, it is a very powerful toolbox Disaeet. a dniision of Autodesk, makes this program along with several others for creative professionals, in not only the entertainment software industry, but for motion 
pictures, visualization, architecture, and many other professions 3ds Max comes with several options for modeling solids, induting polygonal mod^ng. NURBS modeling, and patch modefing 
GMax. a free version of this program spedficaRy designed for moddmg games has been disoonlinued 

You can now use 3ds Max as your level edKor with Wall Worm You can learn more about thte by readkig Hammered to the Max A Hammer User's Guide to 3ds Max # 


Tutorials 

■ Making flexes using 3ds Max by Cannonfodder commented by SnotbaH 

■ Creating Flex VTA ftes with 30 Sludk) Max using Wunderboy's VTA exporter 

Plugins 

■ smd Exporter and Importer # by Cannonfodder 

• 30S Max V2008I200912010&2011/2012 SMD exporter 1 ^ 

> 30S Max V200e/2009/20m201 1/2012 SMD importer 
- 30S Max 9/2008/2009/2010&2011/2012 VTA exports 

> 30SMax VTF ptugln 

■ Game level Builder map Exporter iF by Mapie30 

■ fMe Ths plugin has been retiied by the developer An older versKvr ts sf//l avai/a6/e on the developer's ate 

• Conve»ty VMF EKporteriF by Maple30 

■ Noie Ths IS a newer commetaal vetsnn that replaced GL£ menlfor>ed above 

■ WaH Worm Model Tods - WaN Worm Model Toots for 3ds Max iF 

■ Note Wall Worm includes DMX Exporter. SMD Exporter. VTA E^qoorfer. SMD Importer. QC generafor. VMF Exporter. VMF Importer. MAP Exporter. MAP Importer and more 

■ Skywriter 

External links 

■ Autodesk iF Offidal website 

■ 30S Max # Ofhdd web page 

■ Designs 3ds Max modeling Video Tutorials # 

Categories Third Party Toob { 30$ Max 


This |M 9 e was last medAedon tl February 201S at 05 09 
Ths page has been accessed 201 568 tones 

About Vetoe Devetoper ConvrwnSy TermsoTUse Thrd Party Legal Nokces 



GDC 




GAME DEVELOPERS CONFERENCE March 14-lB, 201B • Expo: March IB-IB, 2016 #GDC16 


Importing assets 



UNREAL 

ENGINE 


M Architecture 
M Audio 
Blueprints 
kHDRI 
M Maps 
0 M Materials 


I 9 Furniture 
I 9 Lamps 
I 9 Outside 
I 9 Rocks 
I 9 Stone 
I 9 Wood 


I searcn nroosw 




defaultMat MatanalSphefe SM.Bush 


SM.Corner 

Frame 


SM.Lamp. 

Ceiling 


SM.Lamp. 

Wall 


I BP_Sky_Sphwe 
, 8P.Sky.Sphefe(self) 


O View Options « 


^ Default 
Refiesh Mate ^ 
Directional Ui Light Source 
Colors Detern Q 
Sun Bnghtr>e{ 

Cloud Speed 
Cloud Opacit) 

Stars Brightn 

^ Override Settings 

Sun Heioht 
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GameObject Component Mobile Input Window Help 




► GeometryDynamic 
▼ GeomebyStatic 

Goalposts 

RampElevated 

House 

Loop 

Platforms 
Platforms 
MiniPamps 
MiniRamps 
MiniRamps 
MiniRamps 
MiniRamps 
PrimaryJumpRamp 
T GroundTrack 
GroundExtents 
GroundTrack 
GroundTrack Verges 

» UI 

► Car 

► Helpers 

► Lights 
Spotlight 
Plane 


• Project 

Create ' ] 

Favorites Assets > 


Home Share 

S 1^ *cu, 

' — ' B Copy path 

Copy Paste ^ Move Copy Delete Rename New 

(51 Paste shortcut iq. to* * folder 


a X ^ a 



^All Materials 
^All Models 
^All Prefabs 
^All Scripts 


▼a Assets 

Editor 

SampleScer 

isAudioMixi 

Materials 

Menu 


0 » t a ' 

» Computer s Harddisk (E:) * Dropbox i 

• Dropbox s de_meat ¥■ Props 

s Cart 

Favourites 

Name 

Date modified 

Type Si 

■ Desktop 

^ OLD 

29-8-2015 16:24 

File folder 

Downloads 

^ Cart for Senzo.zip 

28-7-201521:47 

zip Archive 

^ Dropbox 

^ cartcolorNEW.tga 

28-8-2015 23:40 

TGA File 

'Si Recent places 

^ cartcolor.tga 

27-8-2015 23:04 

TGA File 


^ CartEmpty.max 

29-8-201516:36 

3dsMax scene file 

OneDrive 

^ CartEmpty.mtl 

29-8-201502:02 

MTL File 

^ Documenten 

ht , CartEmpty.obj 

29-8-201502:02 

OBJ File 


itj cartEmpty.Ol.obj 

31-7-201517:07 

OBJ File 

Computer 

^ cartEmpty_02.obj 

31-7-201517:07 

OBJ File 

Desktop 

it., cartEmpty_03,obj 

31-7-201517:11 

OBJ File 

Q Documents 

^ CartFull.max 

29-8-2015 16:35 

3dsMax scene file 

Downloads 

1^ CaitFuH.t<!tl 

29-8-201502:02 

MTL File 

Music 

iis-1 CartFuH.^ 

29-8-201502:02 

OBJ File 

1^. Pictures 

^ cartnormal NEW.tga 

5-9-201517:38 

TGA File 

M Videos 

^ cartnoimal.tga 

31-7-201518:07 

TGA RIe 

Harddisk (C) 

CartRedo.zip 

26-8-2015 22:16 

zip Archive 

Harddisk (t) 

CartRuined.max 

31-7-201517:15 

3dsMax scene file 


iv', cartRuined_01.obJ 

31-7-201517:07 

OBJ RIe 

^ Network 

kt-, cartTray_01.obj 

31-7-201517:07 

OBJ File 



19ite 


putsystem: e4966a?2f6a95ccd3al4457b8aa0dee7 (e4966a72f6a95ccd3al4457b8aa0dee7) is missing. 
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*5 

File View Render Spelh Help 

[ 1^3 r"\P ei ktepVIow S kyriw.ntf j ^iwpe At opySow ii c^ [&«A^| 
BbckUst S X 

Name 


CowSkyrim.nif - NifSkope 


Value 
Tn Scene Root |0] 


1 NiTriS... VQ default [1] 


^ 0 NtN ede 
J53 
2 NL. 



Type 

Value 

Argument 

Anayl 

Arrty2 

Condition since 

until 

BSlightingShad... 

Default 




BSLightingShad... 


string 

TM default [1] 






bool 

no 





U 

stnng 

TH 




Has Old Extra 0... 

2J 

uint 

0 




Has Old Extra Oi.. 

13 

stnrvg 

tki 




Has Old Extra Oi.. 

13 

byte 

0 





13 






LU 

A7-/J 




L^t updated at 7:10. 15 Oct 2015 


Uploaded at 2:29, 8 Jan 2012 


Unofficial 3ds Max Nif Importer-Exporter 


This ts a forit of the niftools.org 3ds max nif importer-exporter. I am onty building and releasing as a courtesy to the community and do not plan on 
maintainir^ it much as the multi-year gap in releases should indicate. 


The plugin currently consists of an exporter^ importer arxl a miscellaneous properties (Collision. Dismerr^ierTnent, Furniture Martcers) for 3ds Max and gmax 
for read artd writing Gamebryo/Netimmerse related files and specifically targeted at Ayrim. 


A wiki for the 3ds Max plugins is available at: 
http://www.niftools.org/wiki/index.php/3ds_Max 


Testini 


While all versions have been compiled, only 3ds AAax 2015 and 3ds Max 2016 have received any testing and that will continue to be the case as I do not intend 
to install the old versions at this time. 


2011, 2012, 2013, 2014, gmax 1.2 (Untested) 


30 Studio Max 5, 6, 7, 8, 9, 200B» 


Installer: 

The installer will configure the plugins for any max releases it detects 
on your machine. It will also opdonally configure texture and mesh 
pa^ for various games that we know their settings for as a convenience. 


If you insist on using the zip version then manually copy files to correct locations: 
Copy NifPtugins.dlu, to your 3dsmax\plugins directory. 


Copy MaxNifTools.ini to the correct ptugcfg directory: 

Windows XP: 

%APPOATAX\Autodesk\3dsMax\<version>\erHAplugcfg 
Windows Vista and Greater: 

%U5£RPROFILEX\AppOata\Locat\Autodesk\3dsMax\<ver^on>\enU\en-U5\plugcfg 
%USCRPROFILE%\AppOata\Local\Autodesk\3dsMax\<verston> > 64bit\enU\en-US\plugcfg 


gmax notes: 

NifPlugins.dlu goes in gmaxNplugin folder 
MaxNifTools.ini goes in gmaxXplugCFG folder 
winmm.dll goes in gmax folder where gmax.exe h located. 
Do not place it In the windows system folder. 


Like pretty much every otier website on tie internet we use cookies |Gotrtl fWhafs a cboloe*>J 
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Importing assets 
Take-away 

• Clicking and dragging 

• Directory load system 

• Automatic import for textures 

» Avoids manual errors 

• Automatic icon creation 



Hammer Unreal 4 Unity Creation Kit Max 


• Clicks • Drags "Typing "Button 


GDC 
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Spiral of good UX 

Creative problem solving 

\ 

Happy developers Faster development time 

\ / 

Quality Content 


Spiral of bad UX 
One-way problem solving 

^ \ 

Unhappy developers Slower development time 

\ / 

Inferior Content 



Ilk. 
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Solving a signposting issue 


Leveidesigner 


Programmers 


Artists 


• Geometry 

• Import assets 

• Lighting 


New arrow 
system 


New arrow 
model or art 


• Playtests in-editor 


Producers 



• Find a way for the • Test new 
teams to communicate arrow system 
effectively 
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"There is a direct correlation between a tool 
being more revolutionary and the difficulty 
of getting people behind that process, 
simply due to the perceived risk" 



Game Design 
Level Designer 
Editor 



t 

Engine 
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V 


Placing assets 


What does a level designer want from placing 
asset tools? 







Be able to quickly find assets 
Be able to quickly place assets 

Reposition quickly on both the small and large volumes 
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Placing assets 


^ File Edit Map View Tools Instancing Window Help 

|5 * » # A A « o • I » ® ® s! I t 4 a «K S3 ® (S' ►[«■<«►« itoTxWili 








9 File Edit Map View Tools Instancing Window Help 

;±i: * » # S sS « ' » I S % •» I » CP aP iP wi 1^48 m S3 ® □ k ti «ti* pp Ito7\9p4i 


J # ™ )* j 



|For Help, press FT 


|no selection. 


. Snap; On Grid; 8 



|por Hdp, press P1 


SeiecI: 


I Groups 

Obiects I 

Solids I 



T exture group: 

Categories: 

|AI Textiles 
Current terdure: 

I 3 

Qbjects: 

I toick/btickwallOOSa ^ 

I 3 

I^zl 

Create Prefab | 

Replace... I 

Manifest: 

VisG roups: 

User jAuto | 
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UNREAL 

ENGINE 
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Placing assets 



File Edit Assets GameObject Component Mobile Input Window Help 
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CREATION 

KIT 


File Edit View World NavMesh Character Gameplay Help 


dylefl o|dfl[Z«l •Uk;|y^ir¥JMl qI &\ glglelialialBfl 



Actors 
j Audio 
I Character 
j Items 
I Magic 

J Miscellaneous 
J SpecialEftect 
J WorldData 
J WorldObjects 
SI Activator 
SI Container 
Sl- Door 
SI Flora 
Sl- Furniture 
SI Grass 
S- Light 
j" Effects 
j- Magic 
WEAPONS 
&]- MovableStatic 

5^ Actors 
) ' Architecture 
1 Armor 
' Cameras 
] Clothes 
1 CLUTTER 

• Clutter 

• Critters 
1 Dungeons 
1 Effects 
1 Furniture 

Interface 
)' Interface 
) Landscape 

- LoadScreerArt 
LOD 

- Magic 
]• Markers 

• MPS 
-Sky 
••• T est 

T raps 

1- WEAPONS 
' Static Collection 
S Tree 
‘All 


Object Window 


I Count I Users I Modr ^ 


If, 1 stPersorAkaviriKatana 
K, 1 stPersorAxe 
It, 1 stPersonAxeofYsgramor 
1 stPersonBasicFork 
,|ti ^ stPersonBasicKnife 
1 stPersonBladeofWoe 

S I stPersonBoundS word 
1 stPersonCeremonialBlade 
Iti ^ stPersonOA! OM aceofM olagBal 
|t> ^ stPersonDAI ORustyM aceofM olagBal 
1 stPersonOaedricBaltleAxe 
H, 1 stPersonO aedricBow 
H, 1 stPer^nD aedricD agger 
Iti ^ stPerscmO aedricG reatS word 
It, 1 stPersonD aedricMace 
It, ^ StPersonD aedricS word 
It, 1 StPersonD aedricWarAxe 
1 StPersonD aedricWarhammet 

S I StPersonD awnbreaker 

1 StPersonD ragonPriestD agger 
1 StPersonD ragonPriestS taff 
It, ^ StPersonD raugrBattleAxe 
It, ^ StPersonD raugrBow 

S I StPersonD raugrG reatsword 
1 StPersonD raugrH andAxe 
It. ^ stPersonDraugrMagicBatIleAxe 
It. 'I stPersonDraugrMagicBow 

It. 

It. ^ StPersonD raugrS word 
ll, 1 StPersonD warver^aHleaxe 
It. ^ StPersonD warvenSow 
It, '1 StPersonD warvenO agger 
It, ^ StPersonD warvenG reatsword 
It, 1 StPersonD warver^ ace 
It, ^ StPersonD warver>S taff 

8 1 StPersonD warvenStaffGem 
1 StPersonD warvenS word 
It, ^ StPersonD warvenW arAxe 
It, 'I StPersonD warvenW arhamrrter 
9|, 1 stPersonEbonyBattleaxe 

S I stPersonEbonyBlade 
1 stPersonEbonyBow 
It, 1 stPersonEbonyD agger 
It. 'I stPersonEbonyG reatsword 
It. ^ stPersonEbonyMace 
ft 1 stPersonEbonySword 
It. 1 stPersonEbonyWarAxe 


Wea 
Cluttr 
Wea 
Cluttr 
Cluttr 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea 
Wea V 
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Time of day 


AbandonedPrisonOI [Free camera, perspective] - M#; 29.07% (45.63 MB / 157.00 MB) 



World Space j Interiors 


r~ Loaded at top 


■3] 


AbandonedPrisonOI Objects 


EditorlD 1 

Name 1 

L.l Co., 

1 Lo... 1 Owner 1 ^ 

AbandonedPrisonOI ‘ 

Aband... 

Y Ini.. 

Ab... 

AAACreationKitPraclice 

AAAD... 

Int.. 


AAAD eleteWhenD oneT . . . 

TestTo... 

Int. 


aaaMarkersDUPLICAT... 

Marker... 

Int.. 


AbandonedShackI nterior 

Aband... 

Inl.. 

Ab... 

AlftandOl 

Alftand... 

Int.. 

Alft... 

Alftand02 

Alftand... 

Int.. 

Mt... 

AVtancSCeB 

Alftand... 

Int.. 

m... 

AngarvundeOI 

Angarv... 

Int., 

An... 

Angarvut^e02 

Angarv... 

Int.. 

An... 

Angarvunde03 

Angarv... 

Int.. 

An... 

AngasMillAerisHouse 

Aeri's ... 

Int.. 

^... AngasMillAe... 





w V Hiitmiir t iiiai 

■■iiiniiiii 

Mil iimi 

Hiiriaii iimiiiiriiiiiiAir niTtmii inir ^ 


EdkorlD 


I For...| T-l 0...I Loc-I L..I P-l I- I lI" 


NavMesh (949 T... 00... N... 

NavMesh (117 T... 00... N... 

'^^AMBDungeonCa... 00... S... 

^AMBDungeonCa... 00... S... 

lAMBDungeonFort... 00... S... 

, ;AMBDungeonFoit... 00... S... 

<^AMBRumbleALP 00... S... 

* lAMBRumbleCLP 00... S... 

AMBWaterfafILea... 00... 5... 

iAMBWaterfallMe... 00... S... 


f' 


H wrniii~rrniii' 


'5315, -1331, 1005 (AbandonedPrisonOI) [Snap units Saving, ..Done! 
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Placing assets 
Take-away 

• Icon searching is fast 

• Coiiection/Tagging systems 

• Positionai copying 

• Instancing/Prefabs 




o 


X 

> 


% Hammer - [ • Front [ READ ONLY ]) 

9 File Edit Map View Tools Instancing Window Help 


A A « « I n r3 r3! :i ® I Ji % e M a ® |(n |lto|l\^4l 4»'© HI# “I#!* 



Select: 


1 Groups 

Obiecis 1 

Soids 1 



■oWorld| to£ntit^ 

Textuie gioup: 

Categories: 

|AII Textures 
Current texture: 

I ^ 

Qbjects: 

1 dev/dev_measuregene 
^^^^■128x128 
Browse... 

I I 

l~ Random Yaw 

Create Pref^ | 

Reolace... 

Manifest 



VisGroups: 

User I Agio | Cwdon ] 


Sho»| E« I M«k| ♦!* 



no selection, 


Snap; On Grid; 16 






Name that model! 


E Model Browser 


Mod Filter All Mods H #Asset... 

Check subfolders for files? 

- MDLFles [-• 

.hanvner.mdlcache 
+ agency 
ar^ers 
characters 
chicken 

coop 

csjtaly 

de^alleyway 

de^aztec 

destruction_tanker 
editor 
effects 
extras 
fl8 
ghost 
+ gibs 
hostage 
humans 

+ inventory Jtems 
+ models 

+ player , ^ 





ii_! Model Browser 


Mod Filtier All Mods 


▼ #Asset.. 


^ « heck subfblden ft> 

- MDL Files 

. hammer. mdicache 

+ 

eryrlers 

charecters 
chicken 
coop 
csjtaly 
de_ailey.vay 
de_aztec 
deshixtionJarJ 
editor 
effects 
extras 
fl8 
ghost 
+ gibs 
hostage 
humans 

+ i^r'entoryjtems 
+ fTKideb 
+ player 


Mod 

MDL Files (22/6444) Ti... 


csgo 

props\cs_assault\meter.mdl 0 


csgo 

props\de_nukeVT_nuke\gas_met... 0 


csgo 

props\de_nuke\hr_nuke\gas_met., 0 


csgo 

props\de_nul<eVT_nuke\gas_met... 0 


csgo 

props Vle_nukeVTr_nuke\gas_met.., 0 


csgo 

props\de_nukeVT_mjke\gas_met.., 0 


csgo 

props\de_nukeVn'_nuke'(gas_met,.. 0 


csgo 

props\de_nukeVT_nuke\gas_met... 0 


csgo 

props\de_nukeVr_nuke\gas_met... 0 


csgo 

props\de_nukeVT_nuke\gas_met... 0 


csgo 

propsyie_nuke\hr_nuke'gas_met.,. 0 


csgo 

props\de_nukeVT_nuke\gas_met... 0 


csgo 

props\de_nukeVT_nuke\gas_met.., 0 


csgo 

props\de_nukeVT_nuke\gas_met... 0 


csgo 

props\de_nukeVT_nuke\gas_met., 0 

- 

Full Path e:yjrogram files stear 

Filter meter 


Meter 



Re- ■ 

Sequences 

Activities 

Skins 

Info 








Sj Model Browser 


Mod Fitter All Mods #Asset.. 

Check subfolders for files? 

- MOL Files 

.h^nmer.mdlceche 
+ agency 
antlers 
characters 
chicken 

ccop _ 

csjtaly 

de^alteyway 

de^aztec 

destrucbon_tanker 
editor 
effects 
extras 
fl8 
ghost 
+ gtis 
hostage 
humans 

+ inventoryjtems 
+ models 

+ player i ^ 



J 



Render | Sequences Activities Skins Info 


_| Wkeframe ^ Look At Camera 
J collision Model sefectLlqhtPr... 


Mod Filter All Mods ^ #Asset.. 


^ Check subfolders for files? 

- MDL Files 

.hammer.mdicdche 
+ agency 
antlers 
characters 
chicken 
coop 
csjtaly 
de.alleyway 
de_aztec 

destruchon_tar^r 
editor 
effects 
extras 
fl8 
ghost 
+ gfcs 
hostage 
humans 

+ inventoryjtems 
+ nwdels 
+ player 


Mod 

MDL Fites (219/6444) 

Tines Used 

csgo 

agency\un ique\sidedoor . rrdi 

0 

csgo 

agency\unique\side_wlndow. mdl 

0 

csgo 

agency\unique\side_roof mdl 

D 

csgo 

agency\uniqueVeception_floor_light. mdl 

0 

csgo 

agency\un ique Va 1 1 mgs_lobbyO 1 , md 1 

0 

csgo 

agency\unique\oflFice_roofDl. mdl 

0 

csgo 

agency\unique\lobby_entrance. mdl 

0 

csgo 

agencyVri ique 1 padO l_sta Its . rridi 

□ 

csgo 

agericy\unlqueVTelipad01_pipes, mdl 

0 

csgo 

agency\m ique\he 1 padO 1 . md 1 

0 

csgo 

agency\un iqueV^e 1 pad . md ! 

0 

csgo 

agency\un ique\gr 1 1 1 . md 1 

0 

csgo 

agency\Ln lque\ex tw indowOS . md 1 

0 1 

csgo 

agency\Lrilque\extwndow02. mdl 

0 

csgo 

agency Vn ique\ex tw inckjwO 1 . md 1 

0 1 


Full Path eiV'ogram files (x86)\steam\stea mapp^ Render j Sequences ' Actrvltes j Skms Info 

Filter agency I Wireframe ^ Look At Camera 

I I collision Model select LK#itPr... 



C Model Browser 


Mod Fitter All Mods 

^ Check subfolders for files? 

- MOL Files 

.hammer.mdlceche 
+ agency 
antlers 
characters 
chicken 
ccop 
csjtaly 
de^alteyway 
de^aztec 

destrucdonjanker 
editor 
effects 
extras 
fl8 
ghost 
+ gfcs 
hostage 
humans 

+ inventoryjtems 
+ models 
+ player 



Mod Fiter Ail Mods 


prison.bracket 


Mod MDL RIes (6/6444) Times Used 

csgo props\cs_assault\metaI_support_brad<e. . . 0 

csgo props\cs_assault\rr»etaLsupport_brad<e... 0 

csgo props\qs_assault\metal_suFport_bracke. . . 0 

csgo props\cte_vertigo\meta!bracl<et_01. md! 0 

csgo props_urban\tetephone_comector_brac... 0 

csgo props_wasteland\prison_brad<et001a. mdl 0 


Full Path e:'^ogram files (xP-Cv''5team\>teamapp; 

Filter bracket ^ i 

Render 1 Sequences Actrvites Skins Info 



^ Oieck subfolders for files? 

- MDL Files 

.hemrr>er.mdlcdche 
+ agency 
antlers 
characters 
chicken 
coop 
csjtaly 
de.alleyway 
de_aztec 

destruction_tar^w 
editor 
effects 
extras 
fl8 
ghost 
+ gfcs 
hostage 
humans 

+ inventory jtems 
+ nwdels 
+ player 


Model Browser 


d Fiter All Mods 


▼ ! #Asset.. 


^leck subfolders for files? 


MOL Pies 

.hdfnmer.mdlcache 
+ agency 
antlers 
characters 
chicken 
coop 
csjtaly 
de.aHeyway 
de^^aztec 

destructionjtanker 
editor 
effects 
extras 
fl8 
ghost 
+ gtis 
hostage 
humans 

+ Inventoryjtems 
+ fiKidels 
+ player 



Rerxler Sequences j Activities | Skins Info 
Wireframe ^ Look At Camera 
^collision Model select LIcTitPr... 


Model Browser 



building_edge_support 


;herk subfbldQrs fty files? 


■SnMvti: 

characters 

chicken 

coop 


de_aztec 

destructiV'ft_r^r:l 

editor 

effects 

extras 

fl8 


hostao' 

hunv'iri; 


MOL File’s (170/6444) 


props\gg_tibet\awningsuppcrt_single. mdl 
props\gg_tibet\awnlngsupport_double. mdl 
props\de_vertigo\stairsupport_tall. mdl 
props\cte_vertigo\stairsupport_short mdl 


props\de_vertigo\scaffblding_building_ec:^e_support mdl 0 
props\de_v»’tlgo\lift_SLpportmdl 0 

props\de_vertigo\256_stjpport Jack, mdl 0 

props\de_irain\hr_t\metaLsupport_a\metaL$uppcrt_b... 0 
props\de_train\hr_t\metal_support_a\metaLsupport_a. . . . 0 
props\de_lrain\hr J\crane_a\qrane_a_support mdl 0 
props\de_overpass\pverpass_br dge_support mdl 0 

props\de_nuke\hr_nuke\wires_001\wires_005a_suppor... 0 
props\de_nuke\hr_nuke\w(res_001\wires_004a_suppor , . . 0 
props\de_nuke\hr_nuke\wires_001\wires_001b_suppor... 0 
props\de_nuke\hr_nuke\wires_001\wires_001b_suppor... 0 


Rerid- 


Activities 


ull Path e:V)Togram files (x86)\stEam\stBam^3ps\commor\countpr- 


Wireframe 
Colltsion Model 


Filter support 


Sj Model Browser 


Mod Fitter All Mods 


jd Check subfolders for files? 

- MOL Files 

.hammer.mdlceche 
+ agency 
antlers 
characters 
chicken 
ccop 
csjtaly 
de^alteyway 
de^aztec 

destrucdonjanker 
editor 
effects 
extras 
fl8 
ghost 
+ gfcs 
hostage 
humans 

+ inventoryjtems 
+ models 
+ player 







MDL Files 

.hammer.mdicdche 
+ agency 
antiers 
characters 
chicken 
coop 
csjtaly 
de.alleyway 
de_aztec 

destruction_tar^w 
editor 
effects 
extras 
fl8 
ghost 
+■ gfcs 
hostage 
humans 

+ inventory jtems 
+ models 
+ player 


agefxy\electr cal\runs_90. mdl 
agency\e!ectr cal\runs_64. mdl 
ageixyNeiectricalVoof .panelOl.mdl 
agericy\e lectr ca IVh ino_l igh t03 . md I 
agerxy\electr caiyhirio Jight02. rndl 
agency\e lectr cal\rh noj igh t. md I 
agency\e lectr icai\ra 1 1 ing_sta ir s02 . md I 
agerw:y\e lectr ca IVai I ing_stairsO 1 . md I 


Activities 


Full Path e:'program files (xSFO'-’teamXsteamapp; 


] Wireframe 
I Collisicin Model 


Mod 

MDL Frtes (219/6444) 

TmesUsed 

csgo 

agency\e lec tr ica^thickp lpe_64 . md 1 

0 

csgo 

agency\electr lca^th^ckpipe_128. mdl 

0 

csgo 

agency\e lectr ica ^te mps w i tch . md 1 

□ 

csgo 

agency \3 lectr ca^sw itch, mdl 

0 

csgo 

agency\e lectr ca^spr ink ter. mdl 

0 

csgo 

agency\e lectr lcal\socketDl.mdl 

0 

csgo 

agercy\e lectr icalVuns^straight. mdl 

□ 
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Playtesting 
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A 


Playtesting 

What does a level designer want from playtesting? 

• Quickly get in and out of any part of the ievei to piaytest 
and iterate 




Playtesting 






Snap; On Grid: 16 
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Playtesting 



UNREAL 

ENGINE 



Search For HHp 


{s World Outliner Layers 


aearcn Layer? 


» cuDe 


Details 


BP_Sky_Sphere 


+Add Component - eg Edit Bli-r 


^ BP.Sky.Sphere(self) 


Scale ^ 

^ Default 
Refresh Mate ^ 

Orecttonal Ui Ught Source ▼ P ^ ti 
Colors Detern Q 
Sun Brlghtr>e{ 

Cloud Speed t) 

Cloud Opaett) 

Stars Brightfs 
^ Override Settings 

Sun Hetoht 


9 Content Browser 

H Add New • ^ Import |St Save All ^ | ^ Content a StarterContent a Props a 


V 

♦ . 

■■ 

e 


M. 



-► 

. . 

Save 

Source Control 

Contmt 

Marketplace 

Settings 

Blueprints 

Matinee 

Build 

Play 

Launch 


File Edit Window Help 

Modes 

/ at V » 

'ich Claases 


Recently Placed 

✓jSf* Directio 0 

Basic 


Lights 

^ Point Lit 0 

Visual Effects 

^ Spot Lie 0 

BSP 


Vdumes 

Sky Ug! 0 

All Classes 
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Playtesting 



File Edit Assets GameObject Component Mobile Input Window Help 



■■ Center 


Wircfram* 


Gismos 


Wlrcfrat 


Wireframe 


Gismos 



6 Inspector 
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Playtesting 



CREATION 

KIT 






Creation Kit* 


F>i« Edit View Wofid NevMesh Ch«r«cter G«mepl«y Help 


Time of day 


10.25 


S Ooof ^ 

a Floie 
S Fumilure 
a Giatt 
a Light 

Elfeds 

Magic 

a WEAPONS 
a MovabieSlalic 
B Static 
a Actort 
a AicMecture 
Docks 
FdmerHul 
a Faimhouse 
HighHfothgi 
a Markarth 
OrcLenghoi 
a Rilen 
ShackKH 
a SkyHavenT 
a Soktude 
a Sovengaidc 
Tents 

a WhteRun 
a Windhelm 
WrUerhoU 
a Aimot 
Cameias 
a Clolhes 
a aUTTER 
CUtei 
DHters 

a Dungeons 
a Effects 
a Fumituie 
Inietface 
a Inteiface 
a Landscape 
Loads cfeenAit 
LCD 
Mage 
a Maikess 
MPS 
Sky 
Test 
a Ttaps 
a WEAPONS 
Static Collection 
a Tiee 


Object Window 



D 

E«oilD 1 

Ccuk 

Users 1 Model 

j Si A 

f AAAGiandnlLighlHijtSiighlSounce 


5 

8 

f Alkf.OmnLigW.Wain/hckef 

31 

1 

8 

f Aikr.OtangeFhckei 

80* 

18 

8 

Y Aiu.OtangeFIckeiSKad 


2 

8 

f 81ackDociLightExlefioi01NS 

2 

0 

8 

^ SlackDooUghdnlenorOIDesatNS 

2 

1 

8 

f 81ackieachWalei01NS 

7 

0 

8 

Y 8iackieachWate<02NS 


3 

8 

f eieakFalsCvKleli^l 

39 

6 

8 

f BieAFalsCvideLi^.FIckei 


0 

8 

f 8leakFalsC«^i^1NS 

437 

28 

8 

f 8le^FalsC«vleU^NSDesat 

63 

12 

8 

f 8ieakFalsCandkLight01NSTCSTTEST 


0 

8 

f 8leakFalsDfaugrTo(Ch01 

108 

40 

8 

f 8ieakFalsDiaugrTQichOl_HalOrm 


0 

5 

f 8leakFalsDtaugrTorch01NS 

469 

10 

8 

f 8leAFalsD<augrToich01NS.MoveLess 


0 

8 

Y SleakFalsDiaugrToichOISpot 

2 

0 

6 

f 8keakFalsDtaugrToich02 

9 

0 

8 

f 8leakFalsOiaugrToich02ris 

71 

4 

8 

Y 8ieakFalsD<augrToicfiOesat01 

2 

12 

8 

Y BieakFabFwngusOINS 

16 

0 

8 

f eieakFalsSirightOI 

21 

3 

6 

f ebakFalsSirighlOINS 

73 

4 

8 

f BleakFalsSu'kghKIIOmraNS 

42 

0 

8 

f eieakFalsSirighlBoixceOINS 

29 

0 

8 

Y 8ieakFalsSinfcghtSounc«01Shadow 


0 

8 

Y BleakFalsSiaibghieoi^tcalViiiOINS 

17 

0 

8 

If BieakFalsSurighaocriceArnbWairnNS 

3 

9 

8 

f eie^FalsTofchlightOI 


4 

8 

f Bied^FalsToicNi^lNS 

97 

1 

8 , 

Y SleakFal^aierBounceCI 

3 

0 

8 

f Bie^FalsWalerBouKeOINS 


0 

8 

f SieakFal^alefBounceOINS MoveLess 

2 

0 

8 

f 6leakFalsWaterBounce01NS_Movel.es. 


0 

8 

^ SleakFal^aterBoieKeOINS MoveMote 


0 

8 

f eieakFalsWhileOrmiShadow 


0 

8 

Y SMCmSpolli^ 

2 

0 

6 

Y CaveLightPlanisBouncedOl 


0 

8 

Y CaveSteilgN 


5 

6 

Y CaveSunkgW.bounce 


2 

8 

Y CharusEggUghl 

24 

0 

8 

Y Cidhrta_OimLigKl_Warm 

74 

2 

8 

Y Cidhna.OmnLighl.WannShad 


0 

8 

Y CkhsaMine.OiangeFkckei 

2 

1 

8 

Y CidhnaMine.OiangeFickeiSKad 


3 

8 

Y DAISFogEmnlanceLighi 


70 

( 

Y DaiyfLis^lO'4ngeSf>«dow 


0 

8 

Y D8C«vlePo$t01NS 


0 

8'' 

< 



> 


AbandonedPrisonOI [Free camera, perspective] • M#; 29.60% (46.48 MB / 157.00 MB) 



Cell View 


World Space Intenots 


Loaded at lop 




Abandoneif’nsonOI Obtecis 


EdIoriD 

1 Name 

L, 

Ca, 

1 La., 

AbandonedPrisonOI * 

Abend. 

Y 

im.. 

Ab. 

AAADeabonKiPiaciKe 

AAACr 


Inl.. 

- 

AAADelet^VhenOoneT. 

TestTa.. 


Int- 

- 

aaaMarkersDUPUCAT 

Market . 


Int... 


AbandonedShackInlerior 

Abend.. 


Int... 

Abi.. 

AfttfidOl 

AItvid. 


InL-- 

An 

Alfland02 

AJttwd 


Int... 

An 

A»tan£Cel 

Alt«^ . 


Int... 

AR 

AngarwideOI 

Angerv... 


Inl... 

Ar\.. 

Angarvir)de02 

Angarv. 


InL- 

An.. 

Angarvu>de03 

An^v. 


InL- 

An . 

AngasMiAensHouse 

Aerfs... 


Int... 

An.. 







EdtwID 


W CoinF^seMetfum 00.. 
• CoinPuseSmal OO.. 
9 CorAsseSmal 00. 
H CoKsionMarkes OO.. 
«|| ConmorBedOIL OO.. 
ConwnoreenchOI OO. 
CommonChanOIFL 00.. 
i^ComnonChaiOIFL OO.. 
ConvnonChaiOl FL OO.. 


|F»..|T..,|0..| Lcc..|L..|P„|l... IlT 


COCMarkerHeadiog 


374, -1636, 2118 (AbandonedPnsonOI) (Snap units: Saving...Done! 
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Playtesting 
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Playtesting 

Take-away 


• In editor check 

• Can keep game & editor running 

• Ciick iocation to piay 

• Fiy & Edit during pausetime 


Aii engine dependent 
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MAX 


GDC 




GAME DEVELOPERS CONFERENCE March 14-lB, 201B ■ Expo: March IB-IB, 2016 #GDC16 



Look at other games for 

inspiration 


Look at other editors for 

inspiration 


Interesting design comes from 
iteration and trying things out. If the 
editor does not facilitate this, then 
the design of the game will stagnate 
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7 

7 


Time differences via UX actions 



Hammer 


Unreal 4 

■ Clicks •’Drags "Typing "Button 


Rayman Legends: The Design 
Process Within the UbiArt 
Framework 

By: Chris McEntee 

Chapter Salaclion 

How Is It Done? 

What's the Magic Tech? 

What is the UbiArt Framework? 
Rayman Origins and Legends 
Useful Systems and Tools 
Gamepaly Geometry; Friezes 
Pipe Friezes 
Meta Friezes 
Bezier Friezes 
Whitebox Friezes 
Whitebox Prototypes 
Whitebox Sketching 
LUA Scripting 
Sequence Editor 



aaiM acvuonaa cantucnct ma luacM tr-a. laia eocoiw.coH 


What is the UbiArt Framework? 


• 2D game engine 
. F\iU HD at 60FPS 

• Artist friendly 





13:12 I 58:25 





DiQictyl|||lSpeaking 
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Just because the pipeline is 

functional 

Doesn't mean the pipeline is done 


UX and UI matters for games 
UX and UI matters for editors 
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' Home Insert 


Page Layout Formulas Data Review View 


tempMonaLisa.xIsx - Microsoft Excel 

Developer Add-Ins 




fi 

— * -4a Copy 
Paste . 

- ^ Format Painter 

Clipboard 

Calibri •►11 - A* a" ' 

= = « 

^ Wrap Text 

General ► 

m m 

1- I' ® 

X AutoSum ► 

51 Fill- 

Sort 

-2 Clear • Finer 

Editing 

■ B I U -Iliii -:| <2» • ^ • 

mm m » w 

Merge & Center ■’ 

^ ' % » Too ->?0 

Conditional Format Cell 
Formatting ► as Table ► Styles ► 
Styles 

Insert Delete Format 

Font 

Alignment 

Number 

Cells 
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Fatigue happens, when one of these runs out 

• Physical energy - Cannot move 

• Mental energy - Lose creativity 

• Psychological energy - Cannot work 


GDC 




GAME DEVELOPERS CONFEREN 


REVISED & EXPANDED EDITION 


The DESIGN 
of EVERYDAY 
THINGS 



“The Design of Everyday Things 
is even more relevant today 
than it was when first published.” 
-TIM BROWN, CEO of IDEO, 
author of Change by Design 


DON 
NORMAN 
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Getting into the zone 

• Create space for creativity and flow 

• Remove trivial barriers 

• Set up for good quality content 


• Don't click through 5 tabs 


GDC 
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Spiral of good UX 

Creative problem solving 

\ 

Happy developers Faster development time 

\ / 

Quality Content 


Spiral of bad UX 
One-way problem solving 

^ \ 

Unhappy developers Slower development time 

\ / 

Inferior Content 



Ilk. 
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Solving a signposting issue 


Leveldesigner 

Programmers 

Artists 

• Geometry 

• New arrow 

1 

• New arrow 

• Import assets 1 

1 system 

model or art 

• Lighting 1 

1 

1 

Producers 

QA 

1 

1 

* • Find a way for the 

1 teams to communicate 

1 effectively 

• Find a way to scope 

1 this within the time 

1 limits 

• Test new 
arrow system 

■L. 


Saying: "A good craftsman never blames his tools!" 


is detrimental 

Should developers be smart enough to know what tools to pick and 

what to use for which task? Yes. 


Should developers be smart enough to realise when their tools are 

holding back their games' potential? Yes. 



Thank you 


Contact info: 

E-mail: RobinYannStorm@gmail.com 
Twitter: @RYStorm 
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Sources 


• Ava Aston, https://avaaston.wordpress.com/2010/12/31/you-are-the-weakest-link/ 

• PopularMechanics, http://www.popularmechanics.com/home/tools/al6811/adam-savage-workshop-tour/ 

• Jason Heeris, http://heeris.id.au/2013/this-is-why-you-shouldnt-interrupt-a-programmer/ 

• Joel Burgess, 

http://www.gamasutra.eom/blogs/JoelBurgess/20130501/191514/Skyrims_Modular_Approach_to_Level_D 

esign.php 

• Tested, Adam Savage, http://files.tested.eom/photos/2014/07/15/62574-62254-adam_you.jpg 

• TheGman645, http://www.moddb.com/members/thegman645/images/the-gman-watching-on-you 

• Mariana Boucalt, http://www.maricroft.com/what-im-playing-witcher-3/ 

• Gamasutra, 

http://gamasutra.eom/blogs/JoshForeman/20140327/214005/Can_FTP_have_paytoprogress_without_pay_ 
walls. php 
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Questions? 


Contact info: 

E-mail: RobinYannStorm@gma 
Twitter: @RYStorm 


